FIGHTING STYLES 


ADAPTABLE 


Available To: Blood Hunter, Fighter, Ranger 

While wielding no weapon or wielding a versatile weapon 
with one hand, you can take the Use an Object action in place 
of any attacks made with the Attack action. 


e When you damage a target with a versatile weapon you 
are wielding with two hands, you can change the damage 
type to bludgeoning, piercing, or slashing and deal 2 extra 
damage of one of the listed damage types of your choice. 


AURA TACTICS 


Available To: Paladin 

While you're under the effects of a feature or spell that affects 
targets in an area centered on you, you can use the Help 
action on any creature you can see or hear within the area. 


e After a creature within the area regains hit points, you can 
grant it 2 temporary hit points (no action required). 


BATTLE MEDIC 


Available To: Blood Hunter, Fighter, Paladin, Ranger 

You can treat a weapon as a healer's kit with unlimited uses 
and can use a healer's kit in place of one attack you make 
with the Attack action. 


e As an action, you can expend one use of a healer's kit to 
have a creature within 5 feet of you take 1d4 necrotic 
damage. However, you can allow the target to expend one 
of its hit dice to instead regain hit points equal to the roll © - 


CONTROLLED SHOT 


Available To: Blood Hunter, Fighter, Ranger 

Whenever you roll the damage dice for an attack you make 
with a two-handed ranged weapon, you can treat one die 
result as a 6 instead. 


CRITICAL AID 


Available To: Blood Hunter, Fighter, Paladin, Ranger 
While you are conscious, an ally's attack against a creature 
within 5 feet of you scores a critical hit on a roll of 19 or 20. 


CROWD CALLER 


Available To: Fighter, Paladin 

When you take the Help action to grant advantage against a 
creature, you can target all creatures within 5 feet of you 
instead. Each creature targeted this way grants the advantage 
to the next ally that attacks it instead of one ally you choose. 


DEFENDER 


Available To: Fighter, Paladin 

When you end your turn, you can guard until you lose your 
concentration (as if you were concentrating on a spell). If a 
creature you can see within 5 feet of you hits or is hit while 
you're guarding, you can suffer the attack's effects instead. 
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DELAYED FIGHTING 


Available To: Fighter 
Whenever you make an initiative roll, you have advantage 
against creatures with a higher initiative than you until the 
end of your next turn. 


e When you use a reaction, you gain a +1 bonus to your AC 
until the end of the current turn. If the reaction is made in 
response to getting hit, you can potentially cause the 
attack to miss. 


DirTY FIGHTING 


Available To: Blood Hunter, Fighter, Ranger 

Once on each of your turns when you hit with a weapon 
attack, you can forgo all damage not dealt by a Fighting Style 
option to have the target blinded, deafened, poisoned, or 
silenced until the end of its next turn or it takes damage. 


e You gain a+1 bonus to damage rolls against creatures that 
cannot see, cannot move, cannot speak, cannot hear, are 
poisoned, or you hit with advantage on the attack roll. 


DIVERSE FIGHTING 


» Available To: Blood Hunter, Paladin, Ranger 

When you hit with a weapon attack and deal more than one 
_ type of damage, you can either change all the damage types 
to one of the types dealt or you have one of the damage types 
affect another target within 5 feet of the original instead. 
Each target also takes 2 extra damage of one type dealt to it. 


EVASIVE FIGHTING 


Available To: Blood Hunter, Fighter, Ranger 

When you're attacked while you can move, you can use a 
reaction to move up to 10 feet without provoking opportunity 
attacks and impose a —2 penalty on the triggering attack roll, 
potentially causing it to miss instead. 


EXPLOITATIVE FIGHTING 


Available To: Blood Hunter, Fighter, Ranger 

Once on each of your turns when you score a critical hit or hit 
a target with a damage type it has vulnerability to, you can 
forgo doubling any damage or damage dice to instead reduce 
the target's AC by your proficiency bonus (minimum AC of 
10) until the start of your next turn. 


FALL BREAKER 


Available To: Fighter, Ranger 

When you make a melee weapon attack right before you end 
a fall of 10 feet or more, you have advantage on the roll and 
will not fall prone upon landing if you hit. 
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FALL FIGHTING 


Available To: Fighter, Ranger 

When you hit a target with a melee weapon attack right 
before you end a fall, you can reduce the number of damage 
dice used in the fall by up to half your proficiency bonus. For 
each die reduced, your attack deals an extra 1d6 damage. You 
can do this once per turn. 


FERAL FIGHTING 


Available To: Blood Hunter, Fighter, Ranger 

When an unarmed strike or attack using a natural weapon 
hits as a part of an action or reaction you take, all other 
attacks against the target made on the same turn gain a 
cumulative +2 bonus to their damage rolls (maximum of +3). 


FLANKER 


Available To: Fighter, Paladin, Ranger 
Before an ally attacks a target within 5 feet of you, you can 
take the Help action as a reaction to grant the ally advantage. 


FOCUSED FIGHTING 


Available To: Blood Hunter, Fighter, Paladin, Ranger 

When you hit a creature with a weapon attack, you can focus 
on it until the start of your next turn (no action required). Your 
concentration on an effect can't be broken as a result of 
taking damage dealt by the target no higher than your AC. 


GETAWAY DRIVER 


Available To: Fighter, Ranger 

When you take the Disengage or Dodge action, you can forgo 
the benefits of the action to instead grant it to a creature or 
vehicle of your choice within 5 feet of you until the start of 
your next turn. 


e You can take the Disengage action in place of one attack 
you make with the Attack action. 


GREAT WEAPON FIGHTING, ALTERNATE 


Available To: Blood Hunter, Fighter, Paladin 

When you hit with a melee weapon that you are wielding with 
two hands, you can roll one additional damage die but must 
then choose one damage die to remove. The weapon must 
have the two-handed or versatile property to use this benefit. 


HEARTY 


Available To: Blood Hunter, Fighter 

Your hit point maximum increases by an amount equal to 
your level when you gain this fighting style and increases by 
another 1 whenever you gain another level. 


IMPROVISED FIGHTING 


Available To: Fighter, Ranger 

Before you determine if you hit or miss on an attack made 
with an improvised weapon, you can add any number of the 
weapon's damage dice to the attack roll On a hit, each 
damage die used in the attack roll automatically rolls a 2 for 
its damage roll 


INSPIRING FIGHTING 

Available To: Fighter, Paladin 

When you take the Help action to aid an ally in attacking, the 
ally gains temporary hit points equal to half your level which 
disappear at the end of your next turn. 


JEOPARDIZED 


Available To: Blood Hunter, Fighter 
Your attack rolls ignore disadvantage imposed by being 
poisoned, prone, or restrained. 


e You gain a +2 bonus to damage rolls and death saving 
throws while you have less than half your hit points left. 


Available To: Fighter 


In place of an Opportunity attack, you can attempt to grapple 
or shove the provoking creature as a reaction instead. 


e When you successfully grapple or shove a target, you can 
deal 2 bludgeoning damage to it. 


MOVEMENT FIGHTING 

Available To: Fighter, Ranger 

While you are not wearing heavy armor or using a shield, 
climbing and swimming doesn’t cost you extra movement 
and, if your speed isn't 0, you can forgo any attack made with 
the Attack action to move up to 10 feet. 


MUNITIONS EXPERT 

Available To: Blood Hunter, Fighter, Ranger 

When an attack you make with a weapon that uses 
ammunition misses by 2 or less, you can change the attack's 
target to another within range as a bonus action, potentially 
hitting the new target. 


e You ignore the loading property and you can load a 
weapon with a hand you're wielding the weapon with. 


NATURAL FIGHTING 

Available To: Blood Hunter, Fighter, Ranger 

When a creature you can see or hear within your reach takes 
damage from a source not directly caused by a creature such 
as the terrain or a trap, you can use a reaction to increase the 
damage dealt to it by half your level + your proficiency bonus. 


Available To: Fighter, Paladin, Ranger 

While you control a mount or vehicle, the speed of the mount 
or vehicle increases by 10 feet and you can reduce any 
damage it takes by half your proficiency bonus. 


OUTSMARTING 

Available To: Blood Hunter, Fighter 

When you make a weapon attack, you can force the target to 
make an Intelligence saving throw instead (DC equals 8 + 
your proficiency bonus + the ability modifier used to attack 
with the weapon). The target is hit by the attack on a failed 
save, or missed on a successful one. 


POINT-BLANK SHOOTER 


Available To: Blood Hunter, Fighter, Ranger 

When you make a ranged attack roll against a target within 5 
feet of you, the roll ignores disadvantage imposed by hostile 
creatures within 5 feet of you and gains a +1 bonus. 


e When you make an opportunity attack, you can make one 
ranged attack in place of the one melee attack. 
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PRECISION 

Available To: Blood Hunter, Fighter, Ranger 

When you roll two or more d20s on a weapon attack roll and 
hit, you can treat a number of the attack's damage dice as a 
result of your choice that you can roll on the die. The number 
of dice you can affect is equal to the number of d20s rolled 
for the attack roll that, if used, would cause the attack to hit. 


PROTECTION, ALTERNATE 

Available To: Fighter, Paladin 

When a creature you can see other than you that is within 5 
feet of you and is about to be hit or fail a Dexterity saving 
throw, you can use your reaction to grant it the benefits of 
half cover for that roll, potentially causing the attack to miss 
or the saving throw to succeed. You must be wielding a shield 
to use this reaction. 


PROVOKER 
Available To: Blood Hunter, Fighter, Paladin 
When you use the Help action to grant advantage against a 


creature, that creature has disadvantage on attack rolls that 
don't target you until the start of your next turn. 


REACH FIGHTING 
Available To: Fighter 
When you hit a target more than 5 feet away from you with a 


melee weapon attack, you can move the target up to 5 feet 
towards or away from you. 


RESISTED FIGHTING 

Available To: Blood Hunter, Fighter, Paladin, Ranger 

When you hit a creature only with a damage type it has 
resistance to, you impose disadvantage on the first saving 
throw it makes before the end of its next turn. 


RUINOUS WRESTLER 

Available To: Fighter 

When you push a target away from you, you can have the 
ground beneath where the target traveled become difficult 
terrain for 1 minute. This terrain has no effect on you. 


e When you avoid being shoved or pushed away by a target, 
you can use your reaction to have the target pushed up to 
5 feet away from you instead. 
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SeT-Up FIGHTING 
Available To: Blood Hunter, Fighter, Paladin, Ranger 


If your use of the Help action aids an ally in attacking a target 
successfully, the attack deals an extra 1d4 damage. 


e You can take the Help action in place of any attack made 
with the Attack action. 


SILVERED FIGHTING 

Available To: Blood Hunter, Fighter, Paladin, Ranger 

You gain a +1 bonus to damage rolls with silvered weapons 
and ammunition and can change your damage type with it to 
radiant damage. 


e Before you make a weapon attack, you can spend 1sp to 
temporarily silver a weapon or up to 5 pieces of 
ammunition until the end of your next turn. 
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‘TANDEM FIGHTING 

Available To: Blood Hunter, Fighter, Paladin, Ranger 

When you use a reaction in response to an ally within 5 feet 
of you taking an action or reaction, that ally can add a +2 
bonus to one roll of its choice made as a part of that action 
until the end of the current turn. 


TERRAIN FIGHTING 
Available To: Fighter, Ranger 
When you hit a target on difficult terrain, the target can't be 


moved out of the difficult terrain until the end of its next turn 
or until the terrain disappears. 


SIMPLISTIC 
Available To: Blood Hunter, Fighter, Paladin, Ranger 
Each time you roll the maximum result on a damage die for 


an attack you make with a simple weapon, you can reroll that 
die and add both results to the total damage dealt. 


SKILL LACTICS 

Available To: Blood Hunter, Fighter, Ranger 

You can forgo any attacks made with the Attack action to 
instead take an action that is not from a feature—such as the 
Search action or an action improvised by the DM—and that 
requires you to make an ability check using a skill you have 
proficiency with. 


e You gain a +2 bonus to ability checks made against hostile 
creatures. 


TINKERING WARRIOR 
Available To: Fighter 

You learn two cantrips of your choice from the artificer spell 
list and use Intelligence as your spellcasting ability for them. 
Whenever you gain a level in this class, you can replace one 
of these cantrips with another from the artificer spell list. 


TRACKER FIGHTING 


Available To: Blood Hunter, Ranger 

When you hit a creature, it creates a trail wherever it moves 
that disappears at the end of your next turn. As a bonus 
action, you can see the trail until the end of the current turn. 
While on the trail, you spend 1 foot of movement for every 2 
feet you move and gain a +2 bonus to attack rolls made 
against the creature making the trail 


TRAILBLAZER 


Available To: Fighter, Ranger 

While you aren't wearing heavy armor, you can use a bonus 
action to create a trail wherever you move on the current turn 
that disappears at the start of your next turn. Your allies can 
see the trail and, while on it, spend 1 foot of movement for 
every 2 feet they move. 


TUNNEL FIGHTING 


Available To: Blood Hunter, Fighter, Paladin, Ranger 

If you haven't moved during the turn, you can choose an area 
in a 15-foot cone originating from you as a bonus action. Until 
the start of your next turn, your speed becomes 0 and you can 
make opportunity attacks against creatures that moves 5 feet 
or more within the area, so long as it's also within your reach. 


TURTLER 


Available To: Fighter, Paladin 

You can treat a shield as a martial melee weapon you are 
proficient with that deals 1d4 bludgeoning damage on a hit. 
You add your Strength modifier to the attack and damage 
rolls when you attack with it, as normal 


e When an attack misses you by rolling a die result of 10 or 
lower, you can make an opportunity attack against the 
attacker using a shield. 


UNARMORED FIGHTING 


Available To: Blood Hunter, Fighter, Paladin, Ranger 

When you are hit by an attack, you can reduce the damage 
you take by half your level + your proficiency bonus as a 
reaction. You must not be wearing armor to use this reaction. 


e In addition, while you are not wearing any armor, your AC 
equals 12 + your Dexterity or Constitution modifier (your 
choice). You can use a shield and still gain this benefit. 


UNBETRAYED 


Available To: Fighter 
You have resistance to damage dealt by allies. 


VENGEFUL FIGHTING 


Available To: Blood Hunter, Fighter, Paladin, Ranger 

When a creature you can see scores a critical hit on an ally or 
reduces an ally to 0 hit points, you can use your reaction to 
make a weapon attack against that attacker. 


e When a creature hits an ally you can see, you gain a +1 
bonus to all attack rolls made against the attacker before 
the end of your next turn. 


WEAK POINTER 


Available To: Fighter, Ranger 

Once per turn when you hit a creature, you can mark the 
place you hit the target until the end of your next turn. Any 
attack made against the mark gains a —2 penalty to the attack 
roll, but deals an extra 4 damage to the target on a hit. 


WEAVE WARRIOR 


Available To: Blood Hunter, Fighter, Paladin, Ranger 
Whenever you deal damage with a weapon attack that isn't 
bludgeoning, piercing, or slashing, you can roll for damage 
twice and choose either total. 


e When a spell is cast at a creature within 5 feet of you or by 
it, you can change the damage type of any weapon attack 
you make before the end of your next turn to force damage 
or one type dealt by the spell. 


ADDITIONAL NOTES For THE OPTIONS 


This page is not required to use the fighting styles. It offers bonus content and suggestions for implementing it in a world. 


DESIGN PHILOSOPHY 


I personally design fighting styles as if I were designing 
something with the power of half a feat or with the options 
worth at least two cantrips. 

The main idea on creating fighting styles is either enhance 
a playstyle (Dueling), make a playstyle viable (Two-Weapon 
Fighting), or introduce new very simple options that grant a 
secondary playstyle (Protection). 

An important thing to note is that most fighting styles are 
related to combat (AC, attack rolls, damage, learn a location 
to target, tanking, etc). 

If I'm designing a fighting style for a weapon, I try to make 
one for an archetype of weapons rather than just a single one. 
For example, I made a fighting style for silvered weapons and 
weapons that don't deal the normal physical types of damage. 

If possible, I also aim for synergies such grappling fighting 
styles mixing well with features focused on grappling. These 
synergies are also meant to go with other homebrew without 
completely breaking (usually my own homebrew). 


FEATURE REPLACEMENT 


For classes that do not have access to fighting styles, certain 
features can be replaced with them. 


BARBARIAN 


The barbarian can replace their 2nd-level Danger Sense 
feature or Reckless Attack feature with the fighter's 1st-level 
Fighting Style feature. 


MONK 


The monk can replace their 3rd-level Deflect Missiles feature 
or 4th-level Slow Fall feature with the ranger's 2nd-level 
Fighting Style feature. 


ROGUE 


The rogue can replace their 1st-level or 6th-level Expertise 
features with any class's Fighting Style feature. 
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FEATS 
ADAPTABLE FIGHTING 


Prerequisite: Know one or more fighting style options 
Repeatable: No 

As a bonus action, you can replace a Fighting Style option 
you know with another Fighting Style option of your choice 
from any class until you lose your concentration (as if you 
were concentrating on a spell). 


ARMS ADEPT 


Prerequisite: None 
Repeatable: No 
You've mastered weapon arts, gaining the following benefits: 


e Increase your Strength or Dexterity score by 1, to a 
maximum of 20. 

e You gain proficiency with your choice of improvised 
weapons, simple weapons, or martial weapons. 

e Weapon properties—such as heavy or range—can'’t 
impose disadvantage on your weapon attacks. 

e After you roll the damage for a weapon attack you scored 
a critical hit with, you can treat a number of damage dice 
up to half your proficiency bonus as its maximum die 
result instead. 


COMBAT INITIATE 


Prerequisite: None 
Repeatable: No 
You gain the following benefits: 


e You gain proficiency with either improvised weapons or 
one weapon of your choice that is simple or martial. 

e You learn two different Fighting Style options you don't 
already know from any class. 


FIGHTING ADEPT 


Prerequisite: Know one or more fighting style options 
Repeatable: Yes 
You gain the following benefits: 


e Increase your Strength, Dexterity, or Constitution score by 
1, to a maximum of 20. 

e You learn one Fighting Style option you don't already 
know from any class. 


OFFENSIVE ABILITY 


Prerequisite: Strength or Dexterity of 13 or higher 
Repeatable: No 

Choose one ability score. When you attack with a simple 
weapon, you can use your chosen ability modifier, instead of 
Strength or Dexterity, for the attack and damage rolls. 


